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I. Introduction 
In the 21st century, Indonesia's young 
generations face various complex internal, as 
well as external problems that require excep-
tional skill and competence. Thus, the Indo-
nesian education system should anticipate 
those problems through educational actions 
that produce reliable outcomes in facing 21st-
century living. 
 
Therefore, communication, collaboration, 
critical thinking, and creativity skills (4C) 
should be advanced. The advancement of 
those four skills is essential to realize the high 
competitiveness of the 2045 Golden Genera-
tion (Muhlisin & Kunci, 2017). 
In the effort to develop those four skills, 
teachers, as educators, need to recognize eve-
ry student’s competence. Consequently, 
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Instructional communication that occurs in the classroom is expected to be pleas-
ant communication for achieving instructional goals and improving 21st-century 
skills. 21st Century skills include communication, collaboration, critical thinking, 
and creativity. This study aims to enhance students’ 21st-century skills through 
the application of humor and mind mapping in classroom instructional activities. 
The object in this study was the 65 freshman in the Professional Education De-
partment of Universitas Indraprasta PGRI. The method used in this research was 
descriptive qualitative. The results show that learning in the classroom becomes 
more fun and stress-free to understand through humor applied through humorous, 
motivating, and ice-breaking videos. Besides, there are communications between 
students through discussion forums and collaboration between them in the learn-
ing process. Other than that, student cognitive in critical thinking about the prob-
lems discussed in the learning material improves, as well as their creativity in 
organizing learning media digitally and non-digitally. 
 
Komunikasi instruksional yang terjadi di dalam kelas diharapkan menjadi komu-
nikasi yang menyenangkan untuk pencapaian tujuan instruksional dan mening-
katkan keterampilan-keterampilan abad 21. Keterampilan abad 21 meliputi: (1) 
Communication (2) Collaboration, (3) Critical Thinking, dan (4) Creative. 
Penelitian ini bertujuan untuk meningkatkan keterampilan abad 21 pada maha-
siswa melalui penerapan humor dan mind mapping di dalam kegiatan in-
struksional di kelas. Objek di dalam penelitian ini adalah mahasiswa semester 
satu pada mata kuliah Profesi Kependidikan Universitas Indraprasta PGRI 
sebanyak 65 orang mahasiswa. Metode yang digunakan yakni deskriptif kuali-
tatif. Hasil penelitian menunjukan bahwa pembelajaran di kelas menjadi lebih 
menyenangkan dan mudah dipahami melalui humor yang diterapkan melalui vid-
eo-video humor yang memotivasi dan ice breaking, terjalinnya komunikasi antar 
mahasiswa melalui forum diskusi, kolaborasi antar mahasiswa di dalam pembela-
jaran, kognitif mahasiswa di dalam berpikir krtitis terhadap masalah-masalah 
yang dibahas di dalam materi pembelajaran, dan meningkatkan kreativitas maha-
siswa di dalam mengorganisir media pembelajaran secara digital maupun non 
digital. 
This is an open access article under the CC–BY-SA license. 
    
 
Keywords 
Humor 
Mind mapping 
21st-century skills  
2 Jurnal Ilmu Pendidikan (JIP) e-ISSN: 2442-8655 
 Vol. 25, Issue 1, June 2019, pp. 1-5 ISSN: 0215-9643 
Anastasia Dewi Anggraeni (Blended Humor and Mind Mapping in Improving 21st Century Skills) 
teachers have to understand self-assessment. 
Warner (Adnyana & PF, 2019) states that 
during the critical thinking phase, teachers 
have to evaluate the students’ fundamental 
thinking level. In other words, teachers have 
to assess if the students can think fundamen-
tally, critically, and logically. Additionally, in 
the collaboration phase, they have to know 
students’ ability to collaborate with their 
peers in teamwork. In this phase, students are 
expected to establish social networks for their 
future careers. In the communication phase, 
teachers have to understand students’ ability 
to filter the information they gain through 
social media. This ability is critical due to the 
hoaxes that may disturb communication 
among students and their environment. The 
last, in the creativity phase, teachers have to 
measure students’ creativity in developing 
their competencies and skills using online 
media. 
Currently, education should emphasize the 
high order thinking skills in facing the recent 
competitive learning process challenges. 
Teachers should no longer focus on lecturing 
or giving assignments in their learning. Edu-
cators, primarily lecturers, should better stim-
ulate the students and create fun learning to 
accelerate students’ 21st skills. 
Teachers’ performance and competencies 
carry the most significant responsibilities to 
reconstruct ignorance into awareness, de-
pendency into independence, uncreative into 
creative, by various learning methods. That 
effort aims to generate knowledgeable learn-
ers capable of adapting and understanding 
new information through thinking, question-
ing, investigating, creating, and developing 
processes to solve their life problems.  
Teachers play a critical role in learning as 
they become the primary mediator for the 
students’ success. The learning process affec-
tivity emphasizes on the learning outcomes. 
That affectivity is affected by the learning 
approaches and methods used by teachers 
(Anggraeni, 2018).  
In the Education Profession course, which 
is one of the compulsory courses for the Eng-
lish Education department’s students of Uni-
versitas Indraprasta PGRI; students are intro-
duced to several fields of educational career. 
Students are expected to master the skills to 
be qualified teachers, as well as the educa-
tional problems, face by teachers. 
As a consequence, the lecturer in this 
course has to implement creative and innova-
tive learning. Creative teachers can use vari-
ous teaching methods by their materials or 
themes (Anggraeni, 2018). There are different 
teaching methods; one of them is the mind 
mapping method.  
According to Swadarma (Khsaniatun et 
al., 2014), mind mapping is an operative, at-
tractive, effortless, and practical way to take 
notes by mapping our minds. Besides, Martin 
(Khsaniatun et al., 2014) mentions that mind 
mapping is the new essential innovation that 
provokes students to create meaningful learn-
ing in the classroom. It is equipped with con-
crete visual that helps students to organize 
information before they learn it.   
In addition, according to Buzan (Astuti, T, 
2019), mind mapping is a technique that uses 
every part of our brain through visual image 
and graphic infrastructure to create an impres-
sion. A research conducted by Made et al. 
(Mariyan et al., 2013) shows that mind map-
ping improves the creative thinking skill of 
tenth grader students’ in Darul Ulum Agung 
High school Malang. Other than that, creative 
thinking is also perceived as one of the pro-
cesses of conceiving a new idea.  
That idea is also supported by research 
conducted by Raswel and Firman (Setyarini, 
2019) that found three things. There are dif-
ferent social science learning results and crea-
tivity between students’ who use mind map-
ping learning, and those who use convention-
al learning. Besides, they also find a signifi-
cant positive contribution among the creativi-
ty and learning results of sixth-grader elemen-
tary school students in social science subjects. 
Other than the implementation of mind 
mapping within the learning process, the use 
of humor also attracts college students’ atten-
tion. It provokes college students’ attention 
and readiness. In Indonesia, humor is famous 
as a feeling or symptom that mentally stimu-
lates us to laugh. It can be a feeling or sense 
of humor, as well as a symptom or outcome 
from internal or external parts of our body 
(Musyafa, M, 2017). 
O’Connell (Musyafa, M, 2017) states that 
a sense of humor is the ability to precisely 
change the cognitive-perceptual on the 
framework of thinking. It can adjust some-
one’s perspective, to make something that is 
perceived to be negative into positive.  
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In education, humor can produce fun 
learning. Stopsky (Musyafa, M, 2017)states 
that humor is the main component that forces 
students to think more critically. In agreement 
with that, Nilson (Musyafa, M, 2017), says 
that humor is one of the essential learning 
tools, due to its effectivity in attracting some-
one’s attention to listen to the discussion, as 
well as, one of the reliable persuasive tools. 
Humor can appear in the form of verbal, 
written, or picturized stories. The spoken sto-
ry may take form in riddles, puzzles, satire, 
critics, and so forth, directly delivered to the 
audience (Musyafa, M, 2017). 
Humor can also be applied in the learning 
media, as mentioned by (Anggraeni & 
Pentury, 2018), there are various kinds of 
media, but visual aids are the appropriate me-
dia for learners, particularly young learners. 
The visual aids which commonly used for 
teaching English are pictures, really or real 
objects, drawings, or teacher-made drawings, 
charts, posters, cartoons, and flashcards 
(Anggraeni & Pentury, 2018). Thus, it can 
also be administered in the Educational Ca-
reer course with some adjustments regarding 
the course. 
Multimedia is commonly used as the 
learning media in various courses. The use of 
this learning media can be the alternative to 
answer students learning needs with different 
characteristics. As stated by Newby, Stepich, 
Lehman, & Russell (Hidayah et al., 2018), 
multimedia is a combination of various me-
dia. In other words, multimedia is the integra-
tion of several types of media, along with dif-
ferent technologies, to improve the learning 
process.  
 Based on the problems and the literature 
review mentioned above, the issues in this 
research is what type of practical learning 
methods that produce exceptional instruction-
al communication to accelerate students’ 
21st-century skills. Therefore, this research 
aims to create a fun learning for the Educa-
tional Career course to improve students’ 
21st-century skills (communication, collabo-
ration, critical thinking, and creativity) in this 
globalization era. 
II. Method 
This research is quasi-experiment research 
due to. The randomization process toward 
students who are grouped into particular clas-
ses interrupts the existing class order 
(Mariyan et al., 2013). The research method 
used in this research was descriptive qualita-
tive with a sample taken from two Education-
al Career classes for English Education De-
partment students of Universitas Indraprasta 
PGRI academic year of 2018/2019. 
This qualitative research acted as a human 
instrument to determine the research focus, 
the informant as the source of data, data 
quality evaluation, data analysis, data inter-
pretation, and concluding process for the find-
ings (Sugiyono, P, 2017). The informant for 
the qualitative method was continuously de-
veloped (snowball) with aims (purposive) 
until the saturated data was reached (redun-
dancy). Consequently, the researcher is the 
critical instrument for collecting the data; 
thus, the researcher actively collected the data 
by herself (Gunawan, 2013). The tools uti-
lized for the data collection in this research is 
an in-depth interview, observation, and doc-
umentation.  
III. Results and Discussion  
Based on the results of the learning pro-
cess observation or investigation in the class-
room. There were various activities done by 
students in the classroom. Since the semester 
credit hour for one Educational Career course 
is three or two and a half hours for every 
meeting, thus the implementation of mind 
mapping and humor in the classroom learning 
process was arranged as presented in Table 1. 
The activity that was done by students 
usually started by watching motivational ani-
mation videos that had humor. The videos 
attracted students’ attention to be ready for 
the learning process. The video that inspires 
or motivates students’ are widely available in 
Youtube.com.  
Other activities done by the students were 
creating a video (vlog) based on the materials 
and creating a mind map. Creating the video 
(vlog) helps students to collaborate with their 
peers. The use of mind mapping in the learn-
ing process, enforces their creativity, as well 
as enables them to create new ideas during 
the brainstorming and discussion session. Be-
sides, mind mapping also creates open com-
munication in the brainstorming and discus-
sion groups. All of those activities were done 
to cultivate students’ creativity. 
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Table 1.  Implementation of Humor and Mind Mapping in the Learning Process 
Materials Media Activities Skills 
Fundamental concept about 
Educational Career 
Animation video  Watching the video, and 
creating a mind-map 
Creative thinking and creativity  
Teachers’ Competences Motivational 
animation video  
 
Watching the video, creating a 
mind map, and having a 
discussion 
Communication, collaboration, 
critical thinking, creativity  
Counselling Guidance 
Teachers Career  
Video / short movie 
with humor  
Creating a short movie and a 
mind-map  
Communication, collaboration, 
critical thinking, creativity 
Educational Administration 
in the Teacher Career 
Powerpoint and 
Powtoon. 
Creating a mind map and 
drama. 
Communication, collaboration, 
critical thinking, creativity 
Educational Supervision Motivational 
animation video  
 
Watching the video, creating a 
mind map, and having a 
discussion 
Communication, collaboration, 
critical thinking, creativity 
Issues of Teachers across 
Indonesia 
Vlog / video Creating a mind-map and vlog  Communication, collaboration, 
critical thinking, creativity  
 
Teachers act as facilitator, mediator, advi-
sor, and evaluator in the learning process. At 
the end of every meeting, teachers always 
delivered the conclusion of the materials stu-
dents had learned. 
Table 2 shows students’ average scores for 
the mid-term and final tests. Fig. 1, shows the 
students’ score improvement. Thus, the use of 
mind-mapping and humor as the learning 
method contributes to the students’ evaluation 
results.  
Table 2.  Students Average Scores on the Mid-
Term and Final Tests   
Class Mid-term Test 
Average Score 
Final Test 
Average Score 
R1E 89,45 91,30 
R1F 87,88 92,27 
 
 
Fig. 1. Students’ Average Scores on the Mid-Term 
(Left) and Final (Right) Tests  
IV. Conclusions  
According to the data analysis and discus-
sion, the use of humor in the Educational Ca-
reer course effectively generated instructional 
communication as well as students’ attention 
and readiness to learn. It was exhibited by 
their enthusiasm and interest in the course. 
Thus, the learning process became pleasant 
and not boring, like when the lecturers use 
lecturing method. 
Humor eradicates the psychological barri-
ers that obstruct the learning process, such as 
shyness, fear, pressured, and so forth. This is 
in line with the finding of research conducted 
by (Kurniawan et al., 2018) that a learning 
media can accelerate students’ independence 
and learning results. That learning nuance is 
strongly acknowledged by the researcher, as 
mentioned by (Putro et al., 2017; Smith & 
DeCoster, 2000), They said , that teachers in 
successful classroom management strongly 
notice psychological and social skills..  
In this research, the use of mind mapping 
was effective improving students’ 2st-century 
skills, in communication among students and 
lecturers, discussing group collaboration or 
cooperation students’ critical thinking skill in 
delivering their opinion, and also students’ 
creativity to use multimedia and create learn-
ing media (vlog). (Elmunsyah et al., 2019; 
Tasiam et al., 2017) state that media with a 
21st-century approach can improve students’ 
learning motivation and learning interest.  
According to our conclusion, teachers and 
lecturers are expected to conduct pleasant 
learning processes that do not only focus on 
lecturing or giving assignments. Besides, the 
learning materials should also be upgraded to 
correspond to the current developments by 
offering the skills required in the 21st century. 
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With these 2st-century skills, students are 
expected to be prepared to face the competi-
tion in the globalization era.  
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